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Turn Sequence 
1. Initiative 
Roll 1d10 and add Leadership.  Re-roll ties. 

Highest score acts first in each of the following 

phases. 

2. Movement 
Figures in Heavy Armour lose their Speed bonus. 

Figures in Medium or Heavy Armour cannot Run. 

Any figure already engaged in a Fight cannot move 

other than to Disengage (3.2.4). 

A figure may be moved in any direction and may turn 

as much as it likes.  It cannot move through a space 

occupied by an enemy figure. 

Its movement may be slowed by the terrain 

(movement reduction = terrain type in inches). 

Difficult terrain (4.1.1) 

Type Examples 

1 Open woodland, fences, low walls, wooden 

buildings, streams, tall crops, sand dunes 

2 Dense woodland, mud brick buildings, log 

buildings, ditches, shallow rivers and their 

banks, piles of junk, henges, hedgerows 

3 Trenches, bunkers, solid brick or concrete 

buildings, iron bridgeworks, railway 

locomotives, ship bulkheads, dense jungle, 

rocky outcrops and tors 

3.Shooting 
Declare your target, then check line of sight and 

range. 

Roll 1d10 + SV + Weapon + other modifiers 
 

Common Shooting Modifiers  Modifier 

Target moved over 3” / ran -2 / -3 

Shooter moved over 3” this turn  -4 

Volley fire: each extra shooter adds +1 

Target in Difficult terrain Type 1/2/3 -1/-2/-3 

Target is currently Knocked Down +2 

 

When Shooting into a Fight from outside of it, roll to 

hit your chosen target at a penalty of -4.  If you miss, 

roll randomly to determine which figure in the Fight 

is actually targeted, then make a new attack roll 

against that figure. 

Figures armed with one-handed ranged weapons can 

Shoot while in a Fight – but only at an opponent in 

that Fight. 

Some weapons can be used to Shoot at groups of 

figures (two or more figures in base to base contact).   

Roll an attack using the same bonuses against each 

figure in the group. 

All Shooting weapons are assumed to have sufficient 

ammunition to last the game – except grenades, 

which have to be accounted for individually. 

 

4. Fighting 
Opponent must be in base to base contact. 

Roll 1d10 + FV + Weapon + other modifiers 
  

Common Fighting Modifiers  Modifier 

If you outnumber an opponent  +1 

Mobbing: each additional fighter +1 

Target is currently Knocked Down +2 

 

Any figure may make multiple attacks in the same 

Fighting phase by splitting its FV (3.4.2). 

 
Fumble 
If the d10 roll for a Shooting or Fighting attack is a 

natural 1, the attacker automatically misses and this 

is a potential Fumble.  Roll another 1d10.  If the result 

is a second natural 1, the weapon is unusable for the 

rest of the game (though this cannot affect a figure’s 

ability to fight unarmed as a Martial Artist).

 
Pluck rolls 
Each time a figure is hit immediately make a Pluck 

roll.  This roll may be modified if attacker’s weapon 

has a Pluck Penalty. 

If the result is greater than Pluck, figure is OK. 

If it is equal to Pluck, figure is Knocked Down. 

If it is less than Pluck, figure is out of the game. 

A natural, i.e. unmodified, roll of 1 is always a 

failure, a natural roll of 10 is always a success. 

 
Mystical Powers 

A figure attempting to use a Mystical Power must 

make a Pluck roll in order to cast it successfully. 

A natural 1 followed by a second natural 1 is a 

Fumble.  The figure then cannot use that Power for 

the remainder of the game. 

 
Grey text indicates rules which aren’t needed for the 

Salute 2017 “Vampires vs Werewolves” scenario. 
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Scenario 

The Master, a Noble Vampire, lies in a magical sleep in a tomb in the centre of the graveyard.  The 

Vampire company’s aim is to restore him and the Werewolf company’s objective is to finish him off 

permanently.  Each company enters the graveyard through one of the gates and must recover the 

necessary materials for their ritual from the crypt in the graveyard corner to their right.  A figure from 

their company must then spend a full turn with no interruptions (not even being shot at) at the Master’s 

tomb to complete their ritual.  If neither company has succeeded by the end of turn 12 they both have 

to flee as the Imperial Nightwatch will be on their way in overwhelming force. 

A figure takes a full movement phase to recover a set of ritual materials from a crypt and must have 

hands to do so (i.e. neither vampires in bat form nor werewolves in wolf form can do this); they also 

require hands to carry out the ritual.  The ritual materials can be carried in any form. 

The game is played in twilight conditions.  Normal vision is limited to 12” but any figure with 

Nighteyes can see an unlimited distance – subject to line of sight limitations, of course. 

Anyone wishing to jump the gaps between areas of high ground may do so; this costs 3” of movement 

on top of the actual distance and the figure counts as having run this turn. 

Areas of the board with gravestones on them constitute Type 1 cover, corners provide Type 2 and 

figures can get Type 3 by hunkering down on the steps. 

 

Talents 

Antivenom.  A figure with this Talent is immune to poison. 

Flying.  The figure can move without any hindrance from the terrain.  It can also disengage from a 

Fight without making a Pluck roll to do so (but still can’t move straight to another Fight). 

Invulnerable.  A hit on this figure can only produce a Knocked Down result unless the hit is made 

with a silver weapon, a blessed weapon or an unarmed attack (e.g. martial arts, bite) by another figure 

with the Invulnerable Talent. 

Leadership +n.  Add +n to your company’s Initiative rolls as long as the figure with this skill remains 

in the game and is not Knocked Down.  Note, however, that only one figure may add to your Initiative 

roll each turn. 

Marksman.  Ignore cover penalties on Shooting attacks. 

Nighteyes.  See normally regardless of light conditions; unaffected by Zone of Shadows. 

Stealthy.  When this figure is in terrain that provides cover, any Shooting attack against it suffers an 

additional penalty of -1.  NB This penalty is not ignored by figures with the Marksman Talent. 

Tough.  +1 to Pluck rolls resulting from Shooting or Fighting hits (but not from other causes). 

 

Mystical Powers 

Shapeshift.  Usable during the Movement phase (instead of moving).  The figure changes into an 

alternate form.  The werewolves can shift into human, hybrid or wolf form; the vampires can switch 

between human and giant bat form.  Note that neither a werewolf in wolf form nor a vampire in giant 

bat form can carry any equipment so they drop anything they have when they change to these forms. 

Zone of Shadows.  Usable during the Shooting phase (instead of making a Shooting attack), lasts until 

end of phase.  Swirling shadows appear in a 6” radius around the caster providing Type 3 cover to all 

in the area of effect.  Figures with Nighteyes ignore this effect. 


